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READ INPUT LATCHES 


SEE FIG, 17 
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^SEE FIGo~20^ 


IDENTIFY MULTI-COLOR 
DISPLAYS CONNECTED TO 
EACH RECEIVER. 
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SEE FIGo 21 
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COLOR DISPLAY. 
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* DETERMINE NEXT TONE TYPE. 

* DETERMINE # OF MULTI-COLOR DISPLAYS 
TO BE ACTIVATED. 

* DETERMINE COLOR CODE BASED ON 
TONE TYPE. 

* RANDOMLY SELECT LOCATIONS OF 
MULTI-COLOR DISPLAYS TO BE 
ACTIVATED. 

* SET COLOR CODES OF SELECTED 
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* SET REMAINING COLOR CODES TO "DARK" 
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GENERATE A SET, Z, OF FOUR (N«4) 
RANDOM NUMBERS TO IDENTIFY FOUR (4) 
LOCATIONS AT THE TOP EDGE OF THE 
SQUARE. 


SEE FIG. 13 
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GENERATE A SET, Z, 
RANDOM NUMBERS TO 
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OF SIXTEEN (N=16) 1 
REARRANGE SWITCH 
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ALLOCATE THE MEMORY ADDRESS ASSIGNED 
TO THE SWITCH IDENTIFIED BY THE 
RANDOM NUMBER Z(I) TO SWITCH I, 
FOR 1*1 TO 16. 
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ALLOCATE THE MEMORY ADDRESS ASSIGNED 
TO THE COLOR CODE FOR THE DISPLAY 
IDENTIFIED BY THE RANDOM NUMBER Z(I) 
TO THE COLOR CODE FOR THE DISPLAY I, 
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LEGEND 

N : DIMENSION OF LOGIC GAME = NUMBER OF PREDETERMINED 

COLORS WHICH MAY BE DISPLAYED, (EXCLUDED REFLECTED 
COLOR WHEN DISPLAY IS DARK) 
= 4 (FOR THE PREFERRED EMBODIMENT) 

ra : NUMBER OF BINARY BITS IN OPCODE AND COLOR CODE 

= In N + 1 = 3 (FOR THE PREFERRED EMBODIMENT) 

I : ROWNUMBER I, 1=1, ...,N 

J : COLUMN NUMBER J, J = 1, ...,N 

MR : ROUTE DIRECTION BETWEEN TWO ADJACENT ROUTING SQUARES; 

"R" DENOTES RIGHT 
"U" DENOTES UP 
"L" DENOTES LEFT 
"D" DENOTES DOWN 

T : OPCODE TRANSMITTER; T=l, .... 2N 

R : OPCODE RECEIVER; R= 1, 2N 

RC(T) : RECEIVER CONNECTED TO TRANSMITTER T 

TC(R) : TRANSMITTER CONNECTED TO RECEIVER "R" 

WP^J) : STATUS OF SWITCH LOCATED AT ROW "I" AND COLUMN "J," OR 
STATUS OF ROUTING SQUARE AT ROW "I" AND COLUMN "J" 

TCODE(T): OPCODE AT TRANSMITTER "T" 

RCODE(R): OPCODE AT RECEIVER "R" 

C(R) : COLOR CODE AT RECEIVER "R" 

x(i) : THE ith BIT OF OPCODE "X" 

y(i) : THE ith BIT OF OPCODE "Y" 

cb(i) : THE ith BIT OF COLOR CODE "C" 

C1(M) : COLOR CODE AT THE RIGHT EDGE OF THE ROUTING SQUARE 
LOCATED AT ROW "I" AND COLUMN "J" 

C2(I,J) : COLOR CODE AT THE TOP EDGE OF THE ROUTING SQUARE 
LOCATED AT ROW "I" AND COLUMN "J" 

C(U) : COLOR CODE SELECTED FOR DISPLAY AT THE ROUTING SQUARE 
LOCATED AT ROW "I" AND COLUMN "J" 

© : EXCLUSIVE OR BOOLEAN FUNCTION 

© : EXCLUSIVE NOR BOOLEAN FUNCTION 

EXPLANATION OF PROGRAM VARIABLES OF FIGS. 19 - 22 

FIG. 18 -AMENDED 
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NOTE 8 


* SEE FIGURE 18 FOR EXPLANATION 
OF PROGRAM VARIABLES* 
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COLOR ASSIGNMENT FOR N = 8 
FIG. 24 - AMENDED 



MAPPING OF INDICATORS ON 3 DIMENSIONAL CONFIGURATION 

FIG. - 25 - NEW 



COLOR 


COLOR ASSIGNMENT FOR N = 4 
(Color codes assigned to 2 colors) 

FIG. 26 - NEW 



ALTERNATE EMBODIMENT USING LCD SCREEN 

FIG. 27 - New 



CONNECTION TO VIDEO MONITOR 
FIG. 28 - NEW 


